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NECROTAMETON 


The Necrotametons are a unique race of constructs 
originating from the technologically advanced city of Coronia. 
They were created by mixture forbidden necromantic 
techniques, where human souls were extracted and placed 
into specialized crystals that power these mechanical beings. 
Despite their mechanical nature, Necrotametons retain 
complex emotions thanks to the human souls within them. 
This often leads to a paradoxical existence where they strive 
to emulate human behaviors, which helps them cope with 
their inherent sense of inhumanity. 

Ability Scores. Choose one of: (a) Choose any +2; choose 
any other +1 (b) Choose three different +1 

Age Necrotametons where built five thousand years ago. 
They do not seem to age. 

Size. Small or Medium (your choice). 

Speed: Your walking speed is 30 feet. 


NECROTAMETON RACIAL TRAITS 

Your Necrotameton character has the following traits. 
Creature Type. You are a Construct. 

Armored Casing. Your skin is made of reinforced steel alloy. 
While you aren't wearing armor, your base Armor Class is 13 
+ your Dexterity modifier. 

Innovative. Your higher processing power allows you to 
maximize the efficiency of any item you may use. If an item 
would require you to make an attack roll by treating it as an 
improvised weapon, or if the item would have a set DC for its 
saving throw, you can add a bonus to that items attack roll or 
DC. The bonus equals your proficiency bonus. 

Firearms Mastery. You have proficiency with all firearms 
and ignore the loading property of any firearm. In addition, 
attacking at long range with a firearm doesn't impose 
disadvantage on your attack roll. 

Mechanical Nature. You have resistance to poison damage 
and immunity to disease, and you have advantage on saving 
throws against being paralyzed or poisoned. You don't need to 
eat, drink, or breathe. 

Sentry's Rest. When you take a long rest, you spend at least 
6 hours in an inactive, motionless state, instead of sleeping. 
In this state, you appear inert, but you remain conscious. 
Soul Core: You possess a Soul Core, a device that recides 
within your body, which houses your soul. You cannot 
experience true death unless your Soul Core is destroyed. If 
you fail 3 death saving throws, or your body is destroyed, your 
Soul Core is exposed. When exposed, the Soul Core has 10 
AC and 1 hit point. If your Soul Core is destroyed, you cannot 
be revived by any means outside of a wish spell. If your body 
is destroyed, your Soul Core can be placed in a Construct 
body that is suitable to house your Soul Core. 

Self-Destruct: As an action on your turn, or at the start of 
your turn while your incapacitated, you can set your Soul 
Core to explode. Each creature in a 20-foot-radius sphere 
centered on you must make a Dexterity saving throw. A target 
takes 8d6 force damage on a failed save, or half as much 
damage on a successful one. Your Soul Core is destroyed 
during this process. 

Languages: You can speak, read, and write Common and one 
other language that you and your DM agree is appropriate for 
your character. 
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